The Military Decision-making Process:
Integrating Analog and Digital TTPs

by Captain Timothy S. Jacobsen

For many leaders, the Military Deci-
sion-making Process (MDMP) is viewed
as a painful but necessary process to be
avoided if at all possible. Their typical
reaction — short-cutting the process —
usualy leads to a unit's demise at the
CMTCs.

Over the course of the last year, our
plans cell integrated some simple ana-
log and digital TTPs (tactics, tech-
niques, and procedures) that made our
MDMP a quicker, easier, and less pain-
ful process without deleting or short-
cutting any steps.

Please note that, as a result of the fre-
guent software upgrades to the ABCS
(Army Battle Command System) com-
puters, | did not include TTPs specific
to these computers because they would
most likely be obsolete prior to publica
tion. Instead, the digital TTPs focus more
on generic digital TTPs that would be
compatible with any version of ABCS
software.

The first key to success is an ongoing
MDMP train-up. MDMP is a perishable
skill and being well-versed in it makes
the process much more fluid and
shorter. This train-up includes identify-
ing your TTPs prior to and during the
train-up and then rehearsing those
TTPs during the train-up. Severa gen-
eral TTPsfor simplifying the MDMP:

Analog and Digital TTPs

* Create a detailed list of all the min-
ute tasks that need to be accomplished
during each step of the MDMP. Assign
primary and alternate members of the
plans cell to each task on the list. Who
copies and distributes higher orders to
the BOSs (Battlefield Operating Sys-
tems) when they are published? Who
makes the graphics? Who writes the
risk assessment? [See Figure 1. All fig-
ures follow this article, beginning on
Page 43.] Practice these assigned tasks
in the train-up. This way everyone
knows what to do without being told.
The entire process becomes a battle
drill for the plans cell.

* Cross-train tasks so that when one
BOS finishes their piece of the MDMP
they can provide assistance to the other
overwhelmed BOSs. Too often, these
efforts are compartmentalized. Cross-
training makes the work load of the
MDMP more equitable across al the
BOSs.

* Create an MS Excel spreadsheet
that breaks down the MDMP, by phase,
into percentages of time needed. For
example, columns that read “Mission
Anaysis 20%,” “Mission Anaysis
Brief 5%,” “COA Development 10%,”
etc. Then, include rows with the vari-
ous total amounts of time available to
mission execution, i.e., “12 hours,” “18
hours,” “24 hours,” “72 hours,” or
whatever is applicable. Have that num-
ber divided up by the Y/3-2/3 rule, 1/2-3/4,
or 1/5-4/s, whichever your unit uses.
Then set up equations that calculate
times for each step of the MDMP based
on the percentages and total time avail-
able. [See Figure 2] Once created, this
tool will be invaluable in establishing
an initial timeline — one that is reason-
able, understood by all, and plausible.
If trained under different time-con-
strained environments, this tool alows
a staff to optimize their use of time to
produce a decent product.

* Develop a system for RFls (Re-
quests for Information), both for RFls
to higher headquarters and RFls from
subordinate units. Designate one person
to manage each — to be as proficient as
necessary, this should be that person’s
primary task, for example, the desig-
nated person might be one of the LNOs
(liaison officers). Each maintains a log
and through either analog or digita
means submits, answers, or refers the
RFIs. A good analog RFI model is to
have pre-made carbon RFI sheets cre-
ated by the print plant, with a copy
maintained by the requester, a copy
maintained in the log, and a copy to
higher headquarters. A good digital RFI
model is to submit RFIs on pre-for-
matted MS PowerPoint dides over the
tactical internet. This digital method is

much faster than hand delivery by LNO,
if you have the means.

Digital TTPs

Set up a LAN within the plans cell,
with all computers connected. Create
shared folders on each BOS computer
so that everyone can access any brief-
ings, orders, annexes, or matrices with-
in the cell. This saves more time than
any other TTP we used. In a digitized
unit, you can go one step further by
having higher and lower headquarters
share folders; this technique promotes
paralel planning, and eases distribution
of MDMP products and orders.

Establish a naming convention for
files (and folders) based on the OPORD
number and what the file is. For exam-
ple, 00-10-01 ATK — Annex B Intel.
Otherwise, you will end up with severa
files titled Attack Annex or WARNO #1
with no idea exactly what files contain.

The more specific TTPs are organized
by MDMP step, as per FM 101-5;

Step 1: Receipt of Mission

Digital: Ensure the higher headquar-
ters shares out folders where they keep
their MDMP products, in addition to
posting orders to their tactical internet
site. This alows maximum parale plan-
ning, because at any time anyone con-
nected to the tactical internet can ob-
serve the higher headquarters MDMP
products in progress and pull orders
that are posted. At the same time, share
out your folders to allow subordinate
units to parallel plan with you.

STEP 2: Mission Analysis

Analog and Digital: When reading
through and analyzing the higher head-
quarters order, use different color high-
lighters to differentiate between differ-
ent types of information. For example,
highlight all specified tasks in blue, al
congtraints in pink, available assets in
orange, etc. This makes it much easier
and quicker to organize information for
analysis, briefings, and orders.
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Analog and Digital: Pre-format as
many parts of the mission analysis as
you can to speed up the process. For
example, have mission statements al-
ready written for each type of opera-
tion, so that al you haveto doisadd in
the date-time-group, task, and purpose.
Pre-format WARNOSs so that an NCO
can cut and paste necessary sections
from the higher headquarters order
without the planner writing it from
scratch each time.

Analog and Digital: Make a list of
preset initial CCIR (Commander’s Cri-
tical Information Requirements) for
each type of operation. Minor adjust-
ments will have to be made, of course,
based on the specifics from the higher
headquarters order, but at least you
won't be dtarting from ground zero
each time. Initial PIR (Priority Intelli-
gence Requirements), the initial R&S
(Reconnaissance & Surveillance) plan,
should focus on confirming/denying
enemy courses of action. Continue to
develop and refine CCIR throughout
the MDMP.

Analog and Digital: Create an IPB
(Intelligence Preparation of the Battle-
field) team to assist the S2 in this step
of mission analysis. The team should
contain, at a minimum, the S2 planner,
R& S planner, an engineer planner, and
an Ml/intel planner. Using a team meth-
od speeds up the process and helps to
prevent compartmentalization of infor-
mation between the BOSs.

Digital: Get the DTSS (Digital Ter-
rain Support System) team to print up
maps that have the MCOO (Modified
Combined Obstacle Overlay) already
on them. They can add different colors
for various dlopes/restricted terrain, add
mobility corridors, even add good OP
(observation post) locations and a
unit's TIRS (Terrain Index Reference
System). These maps can be printed at
any scale and distributed throughout
the unit, so everyone is on the same
sheet of music. This prevents the engi-
neer planner from having to recreate a
new MCOO and re-analyze the terrain
for each new operation. Using this in
conjunction with Terrabase Il and Mr.
SID can provide invaluable terrain
analysis.

Digital: Create an MS Excel spread-
sheet template for mission anaysis,
containing all the necessary informa-
tion (specified tasks, assets available,
congtraints, etc.). [See Figure 3] Share
this file, so that each BOS can open it
simultaneously and update specified

tasks, assets, constraints, etc. As each
BOS updates this information and
saves it, it populates everyone else’'s
spreadsheets, as well as the master file.
In addition, other spreadsheets can be
created to assist in the mission analysis
process. For example, a combat power
comparison chart can be made with
mathematical formulas and the combat
correction factors that automatically
calculates your combat power ratios.
These can then easily be transferred
into a pre-formatted mission analysis
briefing presentation.

STEP 3: Course of Action (COA)
Development

Analog and Digital: Create a com-
mander’s guidance checklist. Use the
one in Appendix B of FM 101-5-1 as a
guidelinge, then let each BOS planner
figure out what specifically he/she
needs to know from the commander.
Turn this into a quick reference check-
list for the commander to use each
time; it will prevent anything from be-
ing missed and allow the commander to
express himself in a logical order that
everyone understands. Lay a blank
overlay over the map and alow the
commander to draw several quick
sketches of the COAs he wants to fight.
Use a micro-cassette recorder to record
the commander's guidance. You can
then reference it throughout the MDMP
and avoid having staff officers ask,
“Now what exactly did the commander
say he wanted to do there?’

Analog and Digital: Have the DTSS
Team print up a 1-to-25,000 scale map
with MCOO, mobility corridors, OPs,
and TIRS. Laminate it, and post it in
the plans cell to use for drawing up
COA sketches and wargaming. It al-
lows everyone to gather around it and
still be able to see, and can be used for
OPORD briefings so the entire audi-
ence can see.

Analog and Digital: Create a pre-
formatted concept statement/paragraph
that only requires changing the specif-
ics of the statement to fit the current
operation. Use the statement on page 5-
15 of FM 101-5 as a base model and
adapt it to fit the commander and plan-
ners preferences. This pre-written state-
ment serves as a template to speed up
the process and prevent the accidental
omission of any part of the statement.

Analog and Digital: COA develop-
ment is actualy the first wargame if
done properly, and is conducted by
several key members of the plans cell.
Determine how to best meet the com-

mander’s guidance, array forces based
on combat power ratios, and develop
various schemes of maneuver based on
the following model, from FM 101-5:

1. Analyze relative combat power.
2. Generate options.
a. Determine the decisive point

b. Determine the purpose to be
achieved at the decisive point (main
effort)

c. Determine the purposes of the
supporting efforts

d. Determine the task at the decisive
point (main effort)

e. Determine the tasks of the sup-
porting efforts

3. Array initial forces.
4. Develop the scheme of maneuver.
5. Assign headquarters.

6. Prepare COA statements and
sketches.

Analog and Digital: As a part of
COA development, create a more de-
tailed R& S plan, to include a rear area
R&S plan. Rear area reconnaissance,
surveillance, and security are fre-
quently overlooked when developing
an R&S plan. This lack of rear area
security alows enemy dismounted re-
conhaissance teams and special opera-
tions forces to operate in rear areas
without opposition, causing havoc. A
technique that worked well for us was
to divide up the area behind the LD
(line of departure) or your maneuvering
forces, and assign each unit an area of
responsibility. Come up with a standard
for evaluating threat levels of rear area
security. For example, statuses could
be:

Green - Cleared by dismounted pa-
trols within 12 hours (all areas within
direct fire range of friendly forces need
to be this status)

Amber - Cleared by aerial division
reconnaissance team (DRT) sweeps
within 24 hours (all areas within obser-
vation of friendly forces need to be this
status)

Red - Not cleared within the last 24
hours (areas outside of observation and
direct fire range of friendly forces can
be this status)

Analog and Digital: Create pre-
planned TIRS for ease of controlling
unit movements. Use prominent terrain
features. Integrate the TIRS into the
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plan, starting during COA development.
Reference the TIRS in orders, rehears-
als, and during the battle for better
command and control. It can also be
used as a part of the naming convention
for numbering NAIs (named areas of
interest), TAls (targeted areas of inter-
est), OPs, ABFs (attack-by-fire posi-
tions), etc.

Analog and Digital: Come up with a
specific task list with detailed defini-
tions based on FM 101-5-1, but with
the commander’s intentions integrated
into them. In this way, everyone in the
unit knows exactly what is expected of
them when given a particular task. For
example, the FM 101-5-1 definitions of
block and fix are as follows:

Block: To deny the enemy accessto a
given areaor to prevent enemy advance
in a given direction or an avenue of
approach.

Fix: To prevent the enemy from mov-
ing any part of his forces either from a
specific location or for a specific period
of time by holding or surrounding them
to prevent their withdrawal for use
elsewhere.

When a unit is given the task to block,
can they allow the enemy to escape as
long as they deny the enemy the di-
rected terrain? Some commanders say
yes; some say no. Some commanders
believe that to fix the enemy is an im-
plied task in block. Find out your com-
mander’'s expectations and integrate
them into specific definitions for your
unit. Some definitions in FM 101-5-1,
such as defeat, are very vague and
leave much to the imagination of the
unit executing the operation. Remove
the ambiguity, quantify all of the tasks,
so everyone knows exactly what the
commander wants.

Analog and Digital: Create a specific
graphics-naming convention, not just in
the usual sense of naming all brigade
objectives after football teams, etc., but
by assigning certain names to each unit.
For example, 1-22 IN’s objectives are
always OBJ Rams and OBJ Chiefs; 1-
66 AR’'s objectives are aways OBJ
Steelers and OBJ Patriots;, and 3-66
AR’s objectives are aways OBJ Sea
hawks and OBJ 49ers. Thisway, at just
a glance at the graphics without any
order, 1-66 AR immediately knows
where their objective is and what the
overall brigade concept looks like. Do
this with al major graphic control
measures; publish it in advance, and
train it. Operations will become much

simpler and easier to understand, facili-
tating higher proficiency in units.

Analog and Digital: Conduct the
COA brief as directed as optional in
FM 101-5. Use this as a kind of azi-
muth check with the commander to
ensure that the COAs created and the
initial commander’s intent drawn up
are in accordance with his guidance.

Analog and Digital: Using the Maps
& Overlays function of the MCS (Ma
neuver Control System) or MCS-Light
(a laptop version of the MCS), begin
creating the graphics digitally based on
the COAs developed. Refine the digital
graphics throughout the remainder of
the MDMP. [This graphic can be
viewed on the ARMOR website under
the “Downloads’ link at: www.knox.
army.mil/armormag.]

STEP 4: Course of Action (COA)
Analysis

Analog and Digital: COA analysisis
really the second wargame conducted
during the MDMP. The keys to a suc-
cessful COA analysis are coming to the
wargame with fully developed COAs
(both friendly and enemy), understand-
ing what assumptions remain unan-
swered, and having a strictly regiment-
ed system for wargaming using action/
reaction/counteraction, designated criti-
cal events, and a timeline. The XO or
S3 should referee the wargaming with
an iron fist to enforce adherence to the
established system.

Analog and Digital: Everyone is fa
miliar with the typical event template
showing time phase lines for enemy
movement and differences in enemy
courses of action. Create a friendly
event template as well, focusing espe-
cially on time phase lines. With both of
these event templates, you can fast
forward to any critical event in an op-
eration and still keep the time-distance
in perspective. Many units wargame an
operation from start to finish, taking
several hours just to do one COA. Us
ing these two event templates, a unit
can fast forward and only wargame the
critical events, alowing time to do
multiple COAs.

Analog and Digital: Wargame on a
1:25,000 scale map (a DTSS one would
be best). Place a blank sheet of acetate
on top of the map and all overlays. Use
this to record changes/additions to the
graphics without destroying the original
overlays.

Analog and Digital: The critical data
to come out of the wargame are a spe-

cific set of CCIR, a list of decision
points (DPs), coordinated branch plans,
and the identification and mitigation of
tactical risks. Many units focus only on
the synchronization of BOSs, but thisis
only one small part of what needs to
come out of MDMP wargames. CCIR
are only the pieces of information that
the commander requires to make deci-
sions. Some units list excessive CCIR
that they think the commander should
know, even if that information is not
necessary for the commander to make
decisions. For example, the location of
enemy dismounted recon, loss of a sen-
sitive item, or location of Q36 radar.
This information is important, but will
not usually cause the commander to
change his course of action/scheme of
maneuver. All CCIR are tied to deci-
sion points. Other important friendly or
enemy information that does not cause
the commander to change the scheme
of maneuver fall under IR (Information
Requirements) rather than CCIR. Both
are important, and listed in WARNOg
OPORDs under coordinating instruc-
tions. CCIR are refined all throughout
the MDMP process. For example, the
initial  PIR created during mission
analysis should focus on confirming/
denying enemy COAs, but by the time
you get to COA analysis, some of the
initial PIR are getting answered, and by
the time the order is issued, PIR (along
with the other CCIR) become triggers
at decision points to initiate branch
plans. Fully develop all branch plans by
integrating the BOSs, quickly wargame
through the branch plans at the end of
the base wargame, and publish the
branch plans in the Scheme of Maneu-
ver paragraph of the OPORD. Addi-
tionally, consider identifying tactical
risks, and either make minor adjust-
ments to the course of action or de-
velop branch plans to counter potential
problems. Spell out these risks and con-
trols, along with the safety risks, in the
overall Risk Assessment Worksheet for
that operation. Ensure a detailed DSM
(Decision Support Matrix) is used to
record al of the decision points, the
associated CCIR, and the branch plans.
Also publish the DSM as a part of the
OPORD for commanders and staffs to
use and fight from.

Digital: Create an MS Excel spread-
sheet synchronization matrix template,
containing all necessary information for
each BOS. [See Figure 4] Share this
file, and each BOS can open it simul-
taneously and update information dur-
ing the wargame. As each BOS updates
this information and saves it, it popu-
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lates everyone else’'s gspreadsheets,
along with the master file. Using this
format while wargaming has severa
benefits. Firgt, it frees up whoever used
to be the recorder to do something
more productive. Second, it speeds up
the wargame since you no longer have
to wait on the recorder to get al the
information on the sync matrix. Every-
one can continue to enter the informa-
tion as the wargame continues. The
process can be speeded up even more if
only friendly and enemy maneuver are
discussed during the wargame. Using
the shared sync matrix allows this be-
cause the information from the other
BOSsis still captured — non-maneuver
BOSs continue to enter information
into the shared sync matrix while the
maneuver action/reaction/counteraction
is being discussed. This dramatically
increases the speed of wargaming, per-
mitting multiple COAs to be wargamed
in the same amount of time most units
could only accomplish one COA.

Digital: Some units may aso have
planning computer systems that permit
digital wargaming, such as the BPV
(Battlefield Planning and Visualization
computer). The current systems are
helpful only under certain circum-
stances, due to the large amount of time
necessary to input al required informa-
tion. The exceptions are if higher head-
quarters provides the data files for the
BPV containing some of the required
information, or if there is a substantial
amount of planning time — more than
36 hours. Otherwise, with the current
systems and software, the use of these
planning systems is too cumbersome
and time-consuming to be feasible.

STEP 5: Course of Action (COA)
Comparison

Analog and Digital: Have the com-
mander designate or approve the
evaluation criteria early in the MDMP,
so the staff can anayze the COAs
throughout COA development and
COA analysis. Each BOS should keep
track of the positive and negative as-
pects of each COA, especialy in re-
spect to the command-designated eval-
uation criteria, so by the time COA
analysis is complete, the staff is ready
to quickly organize their comments and
conduct a COA decision briefing with
the commander. Each BOS presents
their findings for each COA, and then
the staff collectively recommends their
best choice COA.

STEP 6: Course of Action (COA)
Approval

Analog and Digital: During COA
Approval, conduct a third and final
wargame of the MDMP process. This
wargame is not a fighting wargame, but
a by-phase synchronization drill to en-
sure al BOSs are integrated into the
plan. This wargame amounts to the S2
giving an enemy set for that phase,
followed by each BOS in turn discuss-
ing how their assets are integrated into
the fight, focusing on triggers and event
timing. No action/reaction/counterac-
tion is done during this wargame. If a
shared synchronization matrix is used
as discussed earlier, then this wargame
amounts to little more than reviewing
the sync matrix.

Notes on Wargames

Throughout this article, | discussed
three distinct wargames used during
different steps of the MDMP. COA
development, if done properly, is the
first wargame. The second wargame,
during COA analysis, should consist of
wargaming multiple friendly COAs
against multiple enemy COAs. It is
time-consuming, possibly even unfea-
sible, to conduct a full synchronization
wargame for each COA.

To save time without cutting corners,
COA analysis should be done through
action/reaction/counteraction by the S2,
S3, and fire supporter. All other BOSs
observe, but should speak by exception
only. The purpose of these wargames is
not to synchronize the BOSs, but to
evauate each friendly COA to deter-
mine which will most effectively
achieve the unit's purpose. In COA
approval, once the commander has ap-
proved the friendly COA, the unit
should conduct the third and fina
wargame. This wargame is the detailed
BOS synchronization necessary for
orders production.

Many units try to accomplish this
BOS synchronization for each COA
during COA analysis, leading to staffs
either wargaming only one COA or
several with little detail. Therefore,
only conduct this detailed BOS syn-
chronization wargame on one COA, the
COA adready approved by the com-
mander. The MDMP proves to be most
efficient and effective using this three-
wargame method.

Digital: Occasionally, the commander
istied up elsewhere, and is unavailable
to make the decision. ABCS-equipped

units have the ability to “drag and
drop” files from one computer’s shared
folders to another’s shared folders. Us-
ing this function for transporting files,
the planners can send COAs and rec-
ommendations to the commander wher-
ever he may be: at the TOC, the TAC,
or at a subordinate unit; anywhere that
also has ABCS systems.

The commander then can review the
files and approve a particular COA
without actually attending a COA deci-
sion briefing at the plans cell.

STEP 7: Orders Production

Digital: Using the Maps & Overlays
function of the MCS or MCS-Light,
complete the graphics digitally, based
on the approved COA and branch plans
developed. These overlays can be saved
as afile and distributed digitally along
with the orders. For redundancy in
overlay distribution there are a couple
of options. First, send them digitally
along with the orders as discussed be-
low. Second, if you get a 36-inch plot-
ter (we used a HP DesignJet 755CM),
you can print the overlays from the
MCS or MCS-Light directly onto paper
or acetate designed for the plotter. The
paper copy isjust like a Diazo printout,
only much more legible. The acetate
copy can be laid directly on a map. The
MCS systems allow you to print to any
map scale accurately. These digital
overlays are better for several reasons.
They save time and manpower by free-
ing up soldiers who would normally
hand-copy numerous overlays. Addi-
tionally, every digital and hard copy
overlay is identical. This prevents the
unintentional distortion of overlays by
soldiers who hand copy them with little
to no sleep, and ultimately can prevent
fratricide.

Digital: Inthe ideal world where digi-
tal file transfers occur flawlessly and
every attached unit has digital systems,
there is no need for multiple means of
redundancy. However, regardiess of
how digital aunit may be, it will aimost
always have analog units attached to it,
and file transfers will frequently not
reach every unit, so redundancy is nec-
essary. There are many ways to ensure
every unit receives al the information
they need.

First, post all MDMP products and
orders on the division’s tactical internet
web page. Any digital unit can then
access this using Internet Explorer or
Netscape.
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Position Receipt of Order Mission Analysis COA Devel opment COA Orders Production
(Name) AnaysisWargaming
CDR O  Review Divison Order Attend MA Brief Q  Attend COA Brief O  Receive Wargame update QO  Attend OPORD Brief
Give Commander’s QO  Giverefinement guidance from XO QO  Brief Commander’s Intent
Guidance Q  Giverefinement guidance
X0 O Review Divison Order O  SuperviseMA O  Supervise COA Q DriveWargame O  Supervise OPORD
O  EdablishInitial Timeine QO  Sync gaff for MA Brief Development QO  Identify strengthsand production
Q Attend MA Brief Q  Sync gtaff for COA Brief weaknesses for each COA Q  Sync gaff for OPORD
QO Enforce Timdine QO  Attend COA Brief O  Update CDR on Wargame Brief
Q  Enforce Timeine results O  Attend OPORD Brief
Q  EnforceTimeine QO  EnforceTimeline
S2/S2 Planner O Read BaseOrder and Intel QO CompleteIPB O AdviseR&SPlanner on O  Fight enemy most probable | O  RefineIntel Annex
Annex Q CompleteeMCOO NAlsand R&SPlan COA QO Providedidesto S3 Plans
Q BeginlPB Q  Determine effects of O RefineSITTEMPsand O AdviseR&SPanner on Clerk for OPORD Brief
O BeginMission Analysis terrain and weather enemy COAs NAlsand R&SPlan
0O  AdviseR&SPanner on QO Complete SSTTEMPs O  Syncwith other BOSs O  Provide WARNO #3 info
NAlsand R&S Plan O  Determine possible enemy to S3 PlansNCO
COAs
O Develop proposed PIR
O Providedidesto S3 Plans
Clerk for MA Brief
QO  ProvideWARNO #2 info
to S3 PlansNCO
S2 Plans Clerk QO  Copy Division Overlays 0 Refinedigital 0 Reinedigital 0 Refinedigital Finish digital
O Assist S2 Planner overlays'SITTEMPs overlays'SITTEMPs overlay§'SITTEMPs overlays'SITTEMPs
0O Assist S2 Planner O  Assst S2 Panner O  Assist S2 Planner Assist S2 Planner
R&S Planner 0O Read BaseOrder and Intel QO CompletelPB QO  Provide R&S concept to QO  Final R&SPlan complete 0O RefineR&SAnnex
Annex O  Identify R&Sfacts, S3 Planner QO  Employ recon assets
QO BeginlPB assumptions, congtraints, QO Reineinitial R&SPlan according to plan when
QO Begin Misson Analysis tasks and forcesavailable Q  Syncwith other BOSs directed
O BeginR&SPan QO  Advise S2 on enemy recon QO  Provide WARNO #3info
0O  Providedidesto S3 Plans to S8 PlansNCO
Clerk for MA Brief
Q Initial R&SPlan complete
QO  ProvideWARNO #2 info
to S3 PlansNCO
S3/S3 Planner O ReadBaseOrder QO  Analyze mission, intent, O Develop COA sketch and Q  Fight friendly COAs Write Base OPORD and
O BeginMission Analysis and concept 2 levels higher statement O RefineCOAs Task Org
O  Provide WARNO #1 info QO  Identify Maneuver facts, O  Begindeveloping scheme O Develop DSM and DST Supervise assembly of
to S3 PlansNCO assumptions, constraints, of maneuver Q ProvideWARNO #3 info OPORD and all overlays
tasks, and forces available O Providedidesto S3 Plans to S3 PansNCO
O  Proposearestated mission Clerk for COA Brief
0  Providedidesto S3 Plans O  Syncwith other BOSs
Clerk for MA Brief
QO  ProvideWARNO #2 info
to S3 PlansNCO
S3 Plans NCO Write/Consolidate QO  Identify risksto theforce Refinerisksto the force Write/Consolidate QO  Conduct risk assessment
WARNO #1 and risksto the mission andrisksto themission WARNO #3 0O  Assst S3 Planner
Assist S3 Planner O  Write/Consolidate O BeginwritingWARNO#3 | O Assist S3 Planner
WARNO #2 O Asdist S3Panner
0O  Assist S3 Planner

Figure 1: Example partial list of MDMP Duties & Responsibilities. (An expanded version of duties and responsibilities is
available on our website under the “Downloads” link at: www.knox.army.mil/armormag.

Second, send products and orders via
ABCS systems — either by the “drag
and drop” method or by FTP (File
Transfer Protocol).

Third, give a verbal orders briefing, if
possible.

Finally, hand out hard copies of the
order to unit commanders or LNOs.
These multiple routes of publishing
MDMP products and orders ensures
situational awareness about the upcom-
ing operation throughout the unit.

Digital: In order to talk digitally across
the tactical internet between computers,
you currently need to know the com-
puter's IP address. IP addresses fre-
quently look like 190.34.145.21, and
remembering sets of numbers for each
computer can be difficult. Create an IP
address book that lists any and all com-
puters you might need to communicate
with, to include: higher headquarters,
other staff sections, the TOC, the TAC,
the rear CP, and subordinate units. This
makes products and orders distribution

much more efficient. Eventually, sys
tems will allow e-mail style digital ad-
dress books on the computers that fa-
cilitate this even more. Setting these up
in advance significantly reduces the
initial difficulty of fighting with digital
systems.

Whether an analog or digital unit, the
implementation of simple TTPs can
speed up and ease the process without
deleting or shortcutting the MDMP.
With these and other TTPs, units can
create a Plans SOP that facilitates more
frequent and painless training and exe-
cution of the MDMP. With MDMP
skills being so perishable, it is also im-
portant for staffs to practice the MDMP
monthly, especially if there is a high
turnover of personnel in the plans cell.

The MDMP can be very effective if
done in an efficient manner. Unfortu-
nately, most staffs muddle through
sometimes vague guidelines, and devel-
op their own methods for utilizing the
MDMP, often unsuccessfully. These
TTPs will allow both new and experi-

enced staffs to conduct the MDMP
more efficiently, without having to re-
invent the wheel.

For more information, digital copies
of products, or comments please e-mail
me at:

Timothy.Jacobsen@hood.ar my.mil

CPT Timothy S. Jacobsen is a Dis-
tinguished Military Graduate from
Northeast Missouri State University.
Commissioned in Armor in 1995, he
is a graduate of AOBC, ACCC, and
CAS3. His previous assignments
include tank platoon leader, scout
platoon leader, and HHT executive
officer in 1st Squadron, 4th U.S.
Cavalry in Schweinfurt, Germany,
and Chief of Plans for 1st Brigade,
4th Infantry Division at Fort Hood,
Texas. He currently commands C
Company, 1st Battalion, 66th Armor
Regiment at Fort Hood, Texas.
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TIME TO MISSION MISS ANAL COA ORDER TOTAL
MISSION PLA(:\'NN:\Z&T)'ME ANALYSIS BRIEFING DEVELOP V\(/Iﬁ‘R'\mZ')E PREP TIME AVAIL
EXECUTION (IN MINS) (IN MINS) (IN MINS) (IN MINS) (IN HRS)
TOTAL HRS 1/4 Time 20% 5% 10% 30% 35%
2 30 6 2 3 9 11 0.5
4 60 12 3 6 18 21 1.0
6 90 18 5 9 27 32 1.5
8 120 24 6 12 36 42 2.0
10 150 30 8 15 45 53 25
12 180 36 9 18 54 63 3.0
14 210 42 11 21 63 74 3.5
16 240 48 12 24 72 84 4.0
18 270 54 14 27 81 95 4.5
20 300 60 15 30 90 105 5.0
22 330 66 17 33 99 116 5.5
24 360 72 18 36 108 126 6.0
26 390 78 20 39 117 137 6.5
28 420 84 21 42 126 147 7.0
30 450 90 23 45 135 158 7.5
32 480 96 24 48 144 168 8.0
34 510 102 26 51 153 179 8.5
36 540 108 27 54 162 189 9.0
38 570 114 29 57 171 200 9.5
40 600 120 30 60 180 210 10.0
42 630 126 32 63 189 221 10.5
44 660 132 33 66 198 231 11.0
46 690 138 35 69 207 242 11.5
48 720 144 36 72 216 252 12.0
50 750 150 38 75 225 263 12.5
52 780 156 39 78 234 273 13.0
54 810 162 41 81 243 284 13.5
56 840 168 42 84 252 294 14.0
58 870 174 44 87 261 305 14.5
60 900 180 45 90 270 315 15.0
62 930 186 47 93 279 326 15.5
64 960 192 48 96 288 336 16.0
66 990 198 50 99 297 347 16.5
68 1020 204 51 102 306 357 17.0
70 1050 210 53 105 315 368 17.5
72 1080 216 54 108 324 378 18.0
74 1110 222 56 111 333 389 18.5
76 1140 228 57 114 342 399 19.0
78 1170 234 59 117 351 410 19.5
80 1200 240 60 120 360 420 20.0
82 1230 246 62 123 369 431 20.5
84 1260 252 63 126 378 441 21.0
86 1290 258 65 129 387 452 21.5
88 1320 264 66 132 396 462 22.0
90 1350 270 68 135 405 473 22.5
92 1380 276 69 138 414 483 23.0
94 1410 282 71 141 423 494 23.5
96 1440 288 72 144 432 504 24.0
98 1470 294 74 147 441 515 24.5
100 1500 300 75 150 450 525 25.0
102 1530 306 77 153 459 536 25.5
104 1560 312 78 156 468 546 26.0
106 1590 318 80 159 477 557 26.5
108 1620 324 81 162 486 567 27.0
110 1650 330 83 165 495 578 27.5
112 1680 336 84 168 504 588 28.0
114 1710 342 86 171 513 599 28.5
116 1740 348 87 174 522 609 29.0
118 1770 354 89 177 531 620 29.5
120 1800 360 90 180 540 630 30.0
TOTAL HRS 1/4 Time 20% 5% 10% 30% 35%

Figure 2: Example MDMP Planning Time Guidelines
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